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INTRODUCTION 


eadlines & Dragons game is an initiative of Common 

Places: new imaginaries for European peripheries, a 
project by Cherimus (Perdaxius, Italy), LaFundicié (EHos- 
pitalet de Llobregat, Spain) and Prostoroz (Ljubljana, 
Slovenia) that aims at sharing and reflecting on situated 
cultural practices that put play, conviviality and grassroots 
urban regeneration at the center to boost the autonomy and 
critical capacity of its residents to collectively build resist- 
ances and new imaginaries that break the stigmatization of 
peripheral territories. 


Throughout the project, the three of us have been exchang- 
ing, debating and thinking about different issues that cross 
our practices and bring up challenges to us on many levels, 
even questioning the very meaning of our ways of doing 
things: organization, vicinity, funding, ethics, form, pur- 
pose... The opportunity to talk, to share strategies, and to 
open sometimes difficult debates has given us the possibility 
to think better and reconsider what we do and how we do it. 


In the framework of these rich conversations, the proposal 
arose to invent a device that serves as an activator of collec- 
tive reflections with the aim of facilitating other collectives, 
institutions, cultural organizations, citizens... can face de- 
bates significant both for them and for the contexts to which 
they join with their practices. 


The artifact has taken shape in this role-playing game whose 
aim is to promote the meeting and the generation of collec- 
tive knowledge, in a situated way, which can be used to raise 
and give perspective to one’s own practices, bringing life to a 
real or imaginary scenario. 


How TO PLAY? 


THE DYNAMICS OF THE GAME 


Game’ components 


% 1 deck of three different types of cards: 
«Those that correspond to the characters. 
« Those that refer to specific situations. 


« Those that grant abilities and skills to the 
characters. 


Objective 
Find the best strategy to walk to see the common good in 


the resolution of the game. 


Preparation. 


To play, first of all, you need to gather a group of people 
who may or may not be involved in the situation or scenario 
which you want to talk about. 


The master of the game must be chosen. She/he must be the 
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person who can have better control of the game and who 
can have the best skills to guide the group throughout the 
conversation. 


The whole group will decide in which scenario they want 
to play, what is the context of the game —it can be a real 
situation in which the group is involved or one invented at 
the time—. 


From there, it will be decided which are the character cards 
that need to be activated and each player will take one, study 
it and decide internally what orientation they want to give to 
their role. 


The master will take the situation cards, which he/she will 
use to intervene and direct the game. 


Skill cards will be left face down, which players can pick up 
throughout the game after the master’s indication. 


The game’ begins 


The master explains to the whole group the scenario of the 
game, points out the problems and starts giving voice to 
one of the players. Organically and through the master’s 
guide, the game develops with the interaction between the 
participants embodying their role and also using the help of 
the skill cards. 


The game’ ends 


When it is collectively considered that the best resolution of 
the initially planned situation has been reached. That which 
is the best approach to the common good. 


IN SHORT 


A group gathers. 
One of its members is chosen as a master. 


A situation to be approached is raised. Each par- 
ticipant picks a character card and defines its role. 


The master kicks off the game. 


The conversation between characters is animated 
by the master using situation cards and handing 
out skill cards to characters. 


THE MASTER 


he game Master is a figurehead for the game. He/she 

must be chosen by the participants and must have the 
ability to generate stories and to accompany groups. The 
Master must be extremely good at reading between the 
lines and have little sense of the ridiculous. The Master is 
responsible for guiding the characters to develop the context 
and has the power to change the meaning of the game by 
putting different situation cards on the table and giving ad- 
vantages to certain characters with skill cards. He/she acts as 
a mediator and, in addition to moving history forward with 
his/her interventions, he/she updates the global state of the 
situation presented to the group of participants. 


THE CARDS 


here are three different types of cards in Deadlines & 

Dragons: characters, situations and skills. To play the 
game, the character cards selected, those appropriate for the 
context, must be distributed among the participants; skill 
cards must be left face down; and the master will take the 
situation cards to use them during the game. 


The characters and situations you'll find below have been 
identified after analyzing our own experiences and doing the 
exercise of foreseeing different scenarios we could expect. 
Since we don’t have a fortune teller yet, we've also provided 
the game with some blank cards for you to place specific 
characters and situations you might need. 


Character cards 


Choose the character cards that best suit the scenario raised 
at the beginning of the game, distribute them among the 
participants. Each participant must think about the kind of 
role they want to play with their character. 


Education. community 


You have 3 cards for the Education Community (one for 
school, one for students and one for families). You can 
choose all the cards or just one of them and decide which 
member of the Education community has to play this game. 


Remember, you also have to define how your character will 
behave: 


You believe that a better education will save the world. 

You are optimistic, passionate, and angry at the same time. 
You can be a school director, a teacher, a parent, a cousin, 

a student, an activist spending time and energy to save 
future generations. Will you find innovative tools, fit for 
contemporary generations and capable of facing up to new 
challenges? Or are you a conservative soul, glued to the past, 
where “school was a serious thing’, and new generations are 
just a waste of time? 


Artists 


Remember you can choose more than one card to represent 
different types of artist that makes sense to activate in the 
game: 

You can be a visual artist, a musician, a writer, a dj, an acro- 
bat, a dancer, a cook, or just the “creative” guy next door. You 
are racking your brain to make a genius contribution to the 
project, you want it to be your best hit! You'll pay attention 


to containing your ego and letting enough space for ideas 
and visions of the other players? 


Will you know how to join an ecosystem and put your skills 
to the service of what the situation needs? Or will you only 
think about achieving your own goals as an artist linked to 
certain cultural circuits? How will you manage to comply 
with the obligations you have with funding bodies and in- 
stitutions but, at the same time, contribute to the ecosystem 
you are joining? 


Neighbors 


Remember you can choose more than one card to represent 
different types of neighbors that makes sense to activate in 
the game: 

You can be an adult neighbor with plenty of free time, will- 
ing to get involved in any neighborhood initiative, because 
you have long experience in organizing yourself as you 
collect the memory of the neighborhood's historical strug- 
gles; you can be the regular neighbor, a bit complainer, who 
always hangs around and knows everything. Or maybe you 
can be a very hothead neighbor who focuses on cleanliness, 
order and civility in the neighborhood. 


Institution. 


The game has 3 cards for the institution: you can use one 
or the three of them to perform it through technicians, 
politicians or others you can invent. Remember you have 
to choose which one/s makes more sense for your specific 
context and what will be their role during the game. 


Imagine you are a mayor with a very clear idea of what your 
city or town needs; you have a program and you want to 
apply it anyway. Thus, it is difficult for you to listen to the 
neighbors and the other officers of the city and you live in 
constant tension with them. Or maybe you are a technician 
who really wants things to happen and you take the oppor- 
tunity to build and open projects with organizations and 
socio-cultural initiatives 


Financers 


If you play the financer role, remember you have to decide 
what kind of funding body makes sense to activate during 
the game, given the chosen scenario. You can be a big foun- 
dation but you could also be a bank or a group of people 
that have organized a donation campaign for a project. Also 
remember that you have to define how you will play this 
character. Is this financer going to be supportive and flexible 
or very demanding and obsessed with data, rules and the 
foreseen budget? Is it a wealthy financer or not so much? 
does this financer have to give explanations to a board just 
concerned about the benefits or maybe is devoted to the 
community who contributed with the funds? 


Collaborators 


The game has 3 cards for collaborators. Pick one or more to 
play your game and choose what kind of collaborator you 
want to be, given the scenario you've designed. You can be 
an individual or a collectivity, a volunteer. You could also 
be a professional with specific skills or an initiative that is 
committed to a project. 


The Corporation. 


The city is your market. Indebted to investors and share- 
holders, your goal is to create profit. Will you minimize 
labor cost, create a monopoly, pursue aggressive marketing 
strategies, lobby, bend regulation, invest in research and de- 
velopment, invent better products or even allow syndicates, 
pay taxes and lower the salaries of your management (!)? The 
choice of tools is yours — if you're able to create revenue. 


Organizations 


There are two cards for organizations, you can choose them 
if it’s appropriate for the scenario you've collectively created. 


Remember you must decide what kind of organization you 
are going to be given the situation and which role you'll 
play: maybe you are a cultural initiative organizing events or 
an NGO usually operating in the context. 


Media 


Usually in a hurry, always on the lookout for news-worthy 
stories, well under-paid and increasingly under pressure 
from competition with social giants like TikTok and Face- 
book. Has the power to legitimize a story, thoroughly re- 
search the situation, expose corruption or negligence, create 
a moral panic or frame an issue positively. You work with 
words, photos and videos and know everyone that’s worth 
something in this city. 


Foreigners 


In this context, you are a person whos not a citizen because 
you come from another country (or you're perceived as 
such). Maybe youre racialized and the foreigner EU policies 
don't grant your basic rights, so your living conditions are 
very fragile. Gather your strength and show everyone what a 
foreigner can give to the community! 


Blank cards 


Fill the cards with a new player profile! Enrich the game 
and give it a new spin! Remember this could be the place 
to name all those elements that have not been considered, 
as for instance, all those non-human activators (as Latour 
proposed). 


Situation. cards 


These cards are under Master’s power and are his/her best 
tool to advance the game. Master, put any situation card 
on the table whenever you feel it might help to animate the 
game, to raise difficult conversations or to propose a chal- 
lenge to the group. You must be really careful of what you 
choose and feel the game atmosphere. Your intervention 
with the situation cards can be deadly for the game! 


Conflict 
In relation to the chosen scenario, as a Master, you can cre- 
ate a conflict on the table that can be a challenge for certain 
players. Use it wisely! 


Time 
The time factor is always decisive for all. You can add or sub- 
tract time during the game putting some of the players under 
a lot of stress! You had one month to finish the project, now 
you just have 15 days: deal with it! 


Funding 


You can use this card to add or to remove money during the 
game. You can use it to launch a conversation on how diffi- 
cult it is to get some money for certain things or to address 
more structural funding problems (related to a context, an 
organization, a project, an event...). 


Weather 


The weather is not stable and you can't trust the forecast an- 
ymore. Maybe you didn’t expect the rain and, here it is, ru- 
ining your outdoors event. Always think about the weather! 


Fear 


This card relates to all the fears that circulate around us and 
the contexts we join with our practices. Fear of the other, 
fear to be banned, fear to be too daring, fear not to be too 
daring, fear of conflicts... 


Institutional disturbances 


Public institutions have different tools that force you to react 
in a certain way to keep your objectives alive. This card is 
useful if you want to add tension to the current situation 

by raising taxes, changing the law, permissions denied, 
celebrating elections... and debates on how the context is 
affected by the institutional changes. 


Visibility / Invisibility 
With this card, you will make someone or something dis- 
appear/reappear, maybe to remove an obstacle to the game 
or, if you are on the lookout for trouble, to create a new 


challenge. You may also make things no other player knew 


until then suddenly visible, or hide what no one should ever 
know! 


Participation 


This is one of the scariest cards! people's participation, 
even better, people’s engagement with what is being built is 
something everyone is after. Poor participation in terms of 
numbers and quality, strong commitment even overflowing 
group member’s expectations... What happens at a certain 
moment, when this question takes the most prominence? 


“Artistic quality” 
This is a misleading issue. Who measures and in terms of 
which criteria is measuring the excellence of the artistic 
process and results? Who is legitimate to create proper art 
and who’ not? At whose service is this art process? Which 
formats and aesthetics are valid? Put this card on the table 
and we promise the discussion will revive. 


Blank cards 


Fill the cards with a new situation! Enrich the game and give 
it a new spin! 


Skills cards 


The Key 


Whoever has the key is actually in charge. If this card hits 
you, you can change one rule to advantage you. 


The Dragon 


According to the myths, a dragon is a very independent 
being, smart and perceptive. It can attack with its different 
kinds of breaths with no fear because it’s the most powerful. 
If this card hits you, you can say whatever you please to 
destroy what it’s threatening you and your goals (you can 
lie, you can get angry and shout, you can insult somebody... 
and nobody will say nothing to you). 


The Ghost 


The hidden elephant in the room, this card reveals the 
uncomfortable issue that is overflying the game. If this card 
hits you, you must force the other participants to discuss it. 


The Mind-reader 


If you pick this card, you'll have the power to read the most 
powerful participant’s mind of the game. He/she must reveal 
his/her hidden agenda and their darkest intentions. 


Luck 


If this card hits you, you'll get lucky. Choose the changes 
you want to pursue your goals. 


The Mummy 


The past comes back. The mummy brings back to life old 
fears and trauma that everyone thought were already over- 
come (but they’re not!). If this card appears, everyone must 
tell the truth about their feelings relating to an issue of your 
choice. 


Self organization. power 


Pick this card and the group will suddenly be able to get 
things done that seemed impossible without the help of in- 
stitutions, banks, permissions, machines, etc. This card will 
help you to understand what you are really aiming for and 
what you all should be doing to achieve it, using just what 
you have (and it’s not little!). 


